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1 his official seal is your assurance that Nintendo 
has reviewed this product and that it has met 
our standards for excellence in workmanship, 
reliability and entertainment value. Always look 
for this seal when buying games 
and accessories to ensure 
complete compatibility wi 
your Game Boy System. 
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ANIMATED VIOLENCE 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE RATING 
BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771 -3772. 


Thank you for selecting the DEFENDER®/JOUST® Game Pak for the Nintendo® 
Game Boy® unit. 

Please read this instruction booklet thoroughly to ensure maximum enjoyment of 
your new game. Then save this book for future reference. 


KIDS TO ADULTS 










































® & © 1980,1995 Williams Electronics Games, Inc. All rights reserved. Licensed to Nintendo. 
Defender and Williams are trademarks of Williams Electronics Games, Inc. 


TABLE OF CONTENTS 

2 

Intro 

4 

Getting Started 

C 

v 

Controller Functions 

6 

The Option Screen 

8 

How to Play Defender 

10 

Enemies S. Scoring 

14 

Tips & Hints 


PaG e 
















INTRO 

When Defender hit the arcades in the early 

eighties, it elevated the standards of 
fast-paced action games and shooters 

in particular. Fast scrolling, multiple enemies 

and a well-defined mission 

made it a huge hit. It was not an easy 
game to master....and it Still isn’t! 


The leap that Defender made from 
the arcade platform to Game Boy 
seemed Hire a hit of a stretch at first, 
but after playing it, all concerns 
went out the window, fts you are 

about to discover, the game plays great! 

You’re bound to get a lot of 
enjoyment out of both sides of 

the Defender / Joust Game Pak. 
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GETTING STARTED 

Insert the Defender/Joust 
Game Pak (label side out] into 
the Game Boy unit and turn 
the power switch to the "ON" 
position. When the title 
screen appears, press 
LEFT/RIGHT on the Control Pad 
(or the SELECT Button] to 
choose Defender, and press 
the START, A or B Button. Press UP/DOWN on the Control Pad 
(or the SELECT Button] to select the Options Menu, or press the 
START Button to play. On the Title screen, if you press LEFT on 
the Control Pad and the SELECT Button at the same time, you 
can access the High Scores table. 
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CONTROLLER FUNCTIONS 
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CONTROL PAD 

Up/Down 

Left/Right 



B BUTTON 

Smart Bomb 


SELECT BUTTON 

Hyperspace 



A BUTTON 

Shoot 



START 6UTT0H 

Pause Game 



























On the Defender title screen, select the Options menu by 

pressing UP/DOVUN on the Control Pad [or the Select Button]. 

Press the Start, 

A or B Button to 

enter the Options 
menu. By 
pressing 

LEFT/RIGHT on the 
Control Pad, you 

can select the 
number of ships 
(lives) you will 
begin the game 
with (3,5 or 7). 



You can also adjust the difficulty level of the game (easy,normal 
or hard ) as well as the music and/or sound effects (on, or off). 
Switching the Rapid Fire option to the "ON” setting allows you 
to shoot multiple laser blasts when you hold the A Button. One 
of the nicer options the game offers is the ability to choose a 
normal or inverse graphic style. If you prefer to play Defender 
with a dark "space-like" background, choose the "NORMAL” 
setting. Use the Exit function to return to the Defender title 
screen. 

NOTE: You can extend the life of the batteries in 
your Game Boy if you select the INVERSE graphics 
mode because there are fewer pixels that are 
“turned on” in this mode. 


































HOW TO PLAY DEFENDER 

Your objective is to eliminate the aliens and save the residents 
of the planet that you are defending. Simple, right? Yeah, it 
would be simple if it weren’t for all of the aliens chasing you and 
trying to blast your ship into something that vaguely resembles 
unintelligible specks of cosmic dust. 

RULES 

1 You can fly your Defender spaceship anywhere: left, right, 
up and down. Don't worry about the ground. It won’t 
affect your flight path at all. 

2 When Landers have snatched up 
all of the residents on a planet, the 
planet explodes. At this point, you 
don’t want to be around! All 



Landers turn into Mutants (whether they have nabbed a PaG e 
resident or not) and home in on your ship. If you've got Q 

Smart Bombs, this is a good time to make use of them. v 

You've got to move fast and shoot quick! 


3 When you have eliminated the alien invaders by shooting 
them or dispatching them with a Smart Bomb, the attack 
wave ends. You will then collect any bonus points for 
saved residents and move on to the next attack wave. The 
attack wave also ends if your ship happens to collide with 
the last remaining enemy, but you will still lose a ship. 



WEAPONRY 

Your ship is equipped with a nose- 
mounted laser cannon. You have 
unlimited use of it. Press the A Button to 
use it. You are also given a ration of 













Smart Bombs to use in tricky situations. Press the B 
Button to launch a Smart Bomb. 


ENEMIES & SCORING 
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Any of the 
enemies in 
Defender can 
blow up your 
ship. They can do 
this by either 
coming in direct 
contact with your 
ship or by 
shooting your 
ship. You need to 


be able to recognize each type of threat and be able to react 
quickly to that threat. While the descriptions of each enemy 
provided here should benefit you on your mission, nothing more 
than excellent hand-eye coordination and practice will make you 
a Defender ace. 
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tftNDEIi: 150 points 

This enemy is abundant throughout the mission. They are 
relatively slow. Their mission is to land on the surface of 
the planet and capture the residents you are trying to 
protect. Beware of the mines that Landers shoot out at 
you. 

MUTftNT: 150 points 

When a Lander has made it to the top of the play field 
with one of your residents, it becomes a Mutant. It looks 
basically the same as a Lander, but it flashes and moves 
much faster. It’s like a Lander gone mad! j 








BAITER: 200 points 

This enemy looks like a spaceship. They tend to approach 
from the rear toward the end of an Attack Wave. Since 
they are not very “tall," they are a little difficult to hit. 
Sometimes, when you reverse directions quickly, there 
they are! 

BOMBER: 250 points 

Moving mostly vertically and dropping mines as it moves 
along, the slow-moving Bomber is the only enemy that 
won’t chase you. That, however, does NOT mean that you 
shouldn't take evasive actions when approaching one. Of 
course, you’ll want to avoid mines that are dropped by a 
Bomber. 


POD: 1000 points 

Each Pod contains Swarmers. Don’t shoot a Pod until you 
have cleared away most of the other enemies. Even 
though you are heavily rewarded for shooting a Pod, the 
risk that you take may not be worth the payoff. 

SWARMER: 150 points 

From a blown Pod, Swarmers emerge to make 
your life pretty miserable. You have to fly away from 
Swarmers quickly because they will home in on you. 
if you hit a Pod from long range (actually the best thing 
to do), just keep blasting away at the same level because 
the Swarmers will be coming right for you! 







TIPS 8 HINTS FOR PLAYING 

Don't fire a 
spray of lasers. 

Even though it 
can effectively 
wipe out one or 
several 

enemies in one 
swoop, you run 
a greater risk 
of hitting a 
resident (either 
being taken aloft by a Lander or on the surface of the 
planet]. 



cn 


2 Make constant use of your Scanner screen. As you PaG e 

approach enemies, according to the Scanner, line your j C 
ship up with the enemy to give yourself the best chance 

of connecting early with a laser blast. 

3 Use Smart Bombs only as a last resort. For example, if 
you have a pack of pesky Swarmers following you and 
there are numerous other enemies in the general vicinity, 
this would be a good example of when it would be 
prudent to expend a Smart Bomb. 

4 You have to keep moving! Not only will Landers 
automatically pick up all of the residents, other enemies 
like Pods, Baiters and Mutants will home in on your ship. 

You’d be a sitting duck if you didn’t move at all. 

It's generally a good idea to blast Landers before they 
snatch residents from the planet surface. However, if you 






get to the point in a stage where there aren't many 
aliens left to deal with, you may consider letting a Lander 
pick up a resident. This way, you can earn bonus points 
for not only destroying the Lander, but rescuing a 
resident will earn you points, too! Of course, you always 
run the risk of blowing away the resident, so attempt this 
scoring technique at your own risk. 

Leave Pods alone until near the end of the round. Even 
though they're worth 1000 points, what you don’t need is 
fast-moving Swarmers on your tail while you’re trying to 
aim carefully at other aliens and rescue residents! 

When rescuing residents and setting them down on the 
planet surface, don’t set them down on a mountain. Set 
them down as low as possible. That way, when you fly by 
with your laser cannon blazing, you’ll be less likely to pick 


off a resident. Unfortunately, residents are always 
vulnerable to stray laser fire. 


Use the Hyperspace function to get out of trouble. 
However, like other games that have a hyperspace or 
■'warping" feature, by using it, you may just be putting 
yourself into an 
even worse 
situation than 
the one you are 
trying to 
escape from. 
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n the past, knights once dressed for battle and 
mounted horses to challenge one another to a contest 
called the joust. The knights of the future will 
participate in a similar game, but will be riding 
winged beasts that resemble the ostriches that vou and I know 

( J J 

today. 'They will do battle in the skies, touching down briefly 
to regain their bearings and to wait for their next challenger to 
approach. “What’s this?' 1 Some of you may remember saying 
these words when Joust first appeared in the arcades. “You 
mean l have to ride an ostrich?” often followed. Strange, but 
true. Ostrich-riding became something of a craze in the early 
eighties as Joust gained popularity with arcade crowds. The 
feather-flapping fun is spreading once again as Joust makes a 
triumphant return on Game Boy! 









nsert the Defender/Joust Game Pak (label side out) into the 
Game Boy unit and turn the power switch to the "ON" 


position. When the title screen 
appears, press LEFT/RIGHT on 
the Control Pad (or the SELECl 


Button) to choose Joust, and 
press the START, A or B Button. 
Press l P/DOWN on the Control 


Pad (or the SELECT Button) to 


select the Options Menu, or 
press the START Button to play. 









CONTROL PAD 

Change direction 
Left or Right 



B Bi n'TON 

Flap wings fast 
(when rapid-flap is 
activitated) 



A BUTTON 
Flap wings 


SKLRCT BUTTON 



S' I ’A R' 1' BUTTON 
Pause 


Not Used 



n the Joust title screen, access the ()ptions menu by pressing the 
SHI TX ’/1 Button twice or by pressing 1)()WN twice on the (Control 
Bad. Press the S' I ART, A or B Bl IT PON to enter the ()ptions menu. 



t Press Left or Right on the 
CONTROL PAD to select the number 
of lives you will begin the game with 
(3,5 or 7). 

Ad j list the difficulty level of the 
game (easy, normal and hard). 




* \;r. 

5 

nub i x . j , 

t A 

untie 

nnr iu r* t_rir 

tlA A i 





SHitgic: i urn the music on or off. 





















3uuui> '1 urn the sound effects on or 
off. 

(halite: M'hi s is probably the best option. 
(Choosing NORMAL lets you play Joust on 
a single non-scrolling screen. If you select 
UPDATED, you'll play a newer version of 
Joust that many feel is much better. All characters are larger and 
the screen scrolls left, right, up and down. This version allows you 
to imagine that you’ve “zoomed in” to the action. 

If this option is ON, your ostrich will flap its wings 
rapidly when you press the B BUTTON, thereby allowing faster 
flight. 


Use the EXIT function to return to the Joust title screen. 



oust is not an intricate game. 1 he object is very simple. \ou 
< \y have to take out your enemies in the exact same manner as 
thev would take you out, but you have to do it better. Study the 


following “rules” and [Hit the 
following tips into practice to 
become a Joust expert! 

I !sh>hen you have defeated all 
enemies and have collected 
all eggs, the Attack Wave 
ends and a new one begins. 



















C&ieh enemy will turn into an egg when you best it in a 
jousting match. Capture each egg by touching it. If the egg 
remains untouched for too long, a knight will emerge from it 
and a new ostrich will fly in to pick up the knight. From there, 
you’ll have to enter into battle once again! 

he victorious in a joust, your lance must he slightly higher 
than your opponent's when you make contact. The higher 
lance will always win the joust. 

-idiere are different types of stages in the game. During an Egg 
Wave, you must quickly fly around and pick up all of the eggs 
before they revert back to ostriches. A Survival Wave pits you 
against numerous enemies thrown at you simultaneously. 




Scoring 


&ottttbcr: 250 points 


4Tis is the most common Joust enemy. The ostrich is dark in color 
'They are not very intelligent-—flying in fairly predictable and flat 
patterns. 

.flutter: 500 joints 

fWor e difficult to defeat than a Bounder because they often chase 
after and home in on you, the Hunter is an ostrich ot a lighter 








Ijaboto yovb: 750 imiitte 


difficult to detent because they’re always chasing after you. 
Shadow Lords can be differentiated from other ostriches by 
their all-black appearance and sharp tip/down flight patterns. 


^terobactijl: 1000 faults 



Originally thought to be invincible, the Pterodactyl will enter 

the play field when you take too long to complete an Attack 

Wave. It flies fairly straight, but is 

quite fast. To defeat it, you must hit it 

directly in its mouth. No other spot 

will get the job done. It's best to just 

avoid it. A Pterodactyl will remain on 

* 

the screen until you die, defeat it, or 
complete the Attack Wave. 





SJtake it your goal to fly using smooth, fluid motions, 'loo 
much speed or jerky movements will make your ostrich 
bounce off ledges in an out-of-control manner. 


Use the Rapid-Flap button only when you're about to get 
hit. If you use it as your main method of motion, you’re 


liable to lose some control. 

<lt the start of a new Attack 
Wave, stand on a Generator 
Platform to prevent new enemy 
ostriches from appearing. 









somewhat Wessive. If you take too long to defeat vour 
opponents, the fearsome Pterodactyl will appear. 

j ne ,,fthe bcst attack methods to use is to fly i„ soft 

downward patterns. This way, you'll he able to recover vour 
il\mg poise easier after impacts. 

-ihc Shadttvv kttrtl's fhgbt pattern is tricky, so anticipate where 

go and tty to beat him to that point so you can be on 
top when he arrives there! 


flying too close to the lava allows the 
Lava 'I roll (the thing that looks like a 
hand) to giab you and pull you down into 
the lava. Use Rapid-Map if you happen 

to get caught and you may he able to 
break free. 
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3-MONTH LIMITED WARRANTY (f or Hardware, Game Paks, & Accessories) 

Nintendo of America Inc. {<Nintendo*) warrants to the original purchaser that the product (hardware, game paks and accessories) shall 
be free from defects in material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo will repair or replace the defective product or component part, at 
its option, free of charge. 

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only) 

Nintendo warrants to the original purchaser that the hardware product shall be free from defects in material and workmanship for an 
additional three (3) months beyond the original 3-month warranty period described above. If a defect covered by this warranty occurs 
during this additional 3-month warranty period, Nintendo will repair the defective hardware product or component free of charge. The 
original purchaser is entitled to this additional 3-month limited repair warranty only if the Consumer Proof of Purchase Card (attached to 
the hardware packaging when sold) is returned promptly after the date of purchase to Nintendo by the original purchaser or the original 
purchasers retailer. 

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY 

You may need only simple instructions to correct any problem with your product. 

Call the Consumer Assistance Hotline at: 1-800-255-3700 rather than going to your retailer, Hours of operation are 4 a.m. to Midnight, 
Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (limes subject to change). If the problem cannot be 
solved over the telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR CenterSM or you will be ottered 
express factory service through Nintendo, in some instances, it may be necessary for you to ship the complete product, FREIGH T 
PREPAID AND INSURED FOR l OSS OR DAMAGE, to the nearest service location. 

WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NIN TENDO 
(INCLUDING, BUT NOT LIMITED TO, NON LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS. AND POWER SUPPLY DEVICES); (b) IS 
USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, 
ACCIDENT. UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD 
THE SERIAL NUMBER ALTERED, DEFACED, OR REMOVED, 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO 
I VENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED 
(1R EXPRESS WARRANTIES. SOME STATES DO NOTALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION 
r H- CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 

Mus warranty gives you specific legal rights, and you may also have other rights which vary from state to state. Nintendo's address is as set forth on 
the back cover of this manual, 
i his warranty is valid only in the United States 
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NEED HELP WITH INSTALLATION, MAINTENANCE, 
OR SERVICE? CALL 1-800-255-3700 . 
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